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Please read this instruction lanklet ta ensure 
proper handling af your new game; then save 
the hooklet Гог future reference. 





Precautions 


lon game. Hn Should 
d. Hever hit ar dro її, 
actora, Do mit ost hem wel ur dirty. Doing sn ma 


Пе n s cnn ith benzene, paint thinner, alconal ar other s [ 
Warning: Do mat ese with front or rear projection ТЇ-П rol u 
1 


your Hinlende E nlerlarunment Sy 


ADVESORY 
Read Before Using Your NES/Super MES 
small portion of the ra арії: aures sd rem vites 
y anviroament 


1, Musck teilehing, ulker involuntary п 
undings, mental confusion ander coneul 
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Phlan Today... 


the ruir 

the ope 

city's inks 
Phlar 1 dis 
inhabitants, 
filled with adve 
trading lir 


but the past ia always with her 
Yd could be again. The city y 
and E 1 


include: ihe fongatten НОГ af the у houses; Podol Plaza, the 
cantar of the old trading district; and the Old Shri ine, now decicated to Bane. 


valjevo Castle has been refartified and is being usec as a headquarters for one 
faction leader с 





The Pool... 


aciance. Из пе 
ed it a mytt 
ibit. Tha | 


yc Плай the 


naower within ter Би 5. while an unreg iv holds thern in rapt 


THE MOONSEA, зам Итан 
а А = РОГ 





Getting Started 

= Ë Ë 1. Insert your Pool of Radiance cartridge into the 
ЫТИТ ИШНДЕ стю Nintendo canire! deck. 
uu 2. Turn on the power and the Та Screen wili appear, 


Dungeo 8 3. Ë the Stam Button and the Main Menu will 


То adventure in Pool of Radiance you muat have 
>, There can be up to five player 
and ane non- player ‘character! (INPG, 
to make 
za the ready- 
г cartridge. 


о ом 
ikan A po 


page 7 





Order 5 Selec t this ut band Касіна together inte an adventuring party ar ta 
hen yen Заг, a list 


character you choose is 
Iwill appear next ta the name 
If tha character you ch 





Character Menu 
View Select Inis to see a character's View Screen. 
Select View" then choose a character 
Make thia ta: te a new character. Sag the 
tion beginning en page 10 far 


more information. 
Erase Select this ta remave a character permanently, 
ext E then choose a character, Warning: 


са 





View Screen 


Glass - — Character 
Мате 


Aliman 


d 
Glass 20) 


Damage L 


Combis = 
Movement 


Ready Egupmeni / 


hakimim 
Hit Points 


Ability Scores These values define а characters physical and mental areveess. 
There із a description ef each ability on page 1 





Class This is t aracter's сес 

human characters can be more than one c 

be magic-userthieves while human: 

Level This the characters advancement in his ог her class. 

Experience Points This measures pow much the character has learned = and 
experianced. When a ch: as gamed encu na ar she 


Maximum Hit Points (MHP) This measures how difficult a character is to 
ncapacitate ar slay. A character becomes unconscious if hit points reach О and 
expires ií hit paints reach -10 ог less 

Current Hit Points (HP) This she ме тапу HP ihe character has al present, 
НИ points will never be shown as | Inan 0, 

Armor Class (AC) This measures how difficult the character is ta nit in combat 
The lower thia AC number, Еле harder tha character is to hit. 

THACO This rr ‘es a С ambat anil 


соропеп with AC б. № the random number is equal ta ar greater than the 
character s THA minua the opacne: AC, the character hits. 
Example: A fighter with a ТНАСО of 15 attacking a monster with ап AC of З 
would need ТНАСІО 1550 31= I 
Bul tó kiba monster with an AC ef -2 the figh ler would need ТНАСО 
15]HAC-2]2174 





Damage This is the number of HP of dar Bac can do to ап ener. 
Damage inch asic damage far the weapon plus magic and strength 
OOTUSES, 

Example: A tghter with a magical опо sword +1 and а 18 [35] strength does 198 
* 4 HP of damage: (14=1-@ for sword + [1 for magic weapon) + [3 Tor 
strength). 

Alignment This is Ihe characters ethical and world view. 

Combat Movement This is how пла [ tar can move during 

combat, Itis affacted бу the character's armor, carried welght and strength. 

Ready Equipment This the armor and weapon the character has i 


Making Characters 


Aler selecting 'Make' from the Main Menu you must 


крене iha CHAKA in maka 


g Select the characters classtraceleender 
@ Select the character's alignment. 


ability Soares, 


E Name the character. 





OClasses: 


Fighters are warriors who are most comfortable in tha thick ef battle. You will 

паса inem to de hike many monsters and other foes that will stand in your 
y. Fighlers can use any type of weapon or armar. 

Clerics ara members of a warrior clergy class who ean both fight and cast magi 

are Ie only class that can cast ihe valuable healing spe 

can use « И armar, but they cannot use bows ог any type of оо 
{ (lor example, svworcs) 

Magic-Users are trained in the ef magic and can cast many powerful and 
iul spells. Magic-users cannol wear armor and ага unable to use very mar 
рол, 


Thieves ага very usatul for their skills at picking locks anc disarming trapa. 
Thieves are limited to leather armor and can only use а few veesnons. 


Multi-Class are characters with more ihan one class at a time. This means that 

they can Go many things well — for example a fighter! ic-user can fight wilh 

armor and swords as well as cast magical spells. Multi-class characters increase 
in level more slowly because their experience points are divided evenly amont 

of their classes. 





@ Races: 
Humans are ihe mo ammen рідує n the Realms. They can advance to 
maximum levels in an Hurnans can be fighters, clerics, or rm 
Dwarves are a hardy and rough гасе of warriora and craftsmen. They ага 
resistant to mac ч оп and have bonuses when fighting goblins, 


and long-lived race. They are nearly Immune to Sleep 
ara adept at finding secret doors with the ‘Search’ ar 
the Adventure Menu]. Elvas can be magic- 
5. Elves can only advance te a 


es, and they share some of the same 
magic anc peisen ances. ; Gn omes can only be thiaves 


Halflings stand about ha as humans — he iheir name, They 
ability with magic themselves, nut ага: what resistant ta spells. Нате < 
only be thieves, 


Half-elves are hybrid 
папи sp 
u ahterima 
users/clerics, fighte ics. Наїї-вічеє can only ac y й maximum of 51h 
level as clerics. 





GO Character Alignment: 


[ree Hm vià | interac 


[ШЕ ЕЕН 3 ied їп bwo parts: 
gg Е "s : | ethics. 


World View: Ethics: 
Lawful indicates that the character Good indicates the character tries to 
understands that people actin amoral and upstanding 
5 R within ihe rules manner 
Neutral int 


moves between valuing 
society and its rules, and 
valuing the individual. 


sharacter acts 

Chantic indicates thal the characte ener м regard far 
Values qne ШС ihi Hi Я ог in anm averti 
above socieby and others, asy manner 





&ió^haracter Ability Score 


The charac y disp 
select an alignemer И "Yes" to keep th 
scores ar "Мо" to have new scores generated. 
abilities, called prime regu 
Inat others. Prime requ sites are 

двп у import io gach c 

ie users U 

беен Characters = with азс 
еј prime requisite get а 10% bonus to experience. 


Strength measures pii il power, muscle, and stamina. š Siren aths of 18 and 


above give characters boni th miel C - 
Fighters can have exceptlenal stre nreate Y 18, Exceplianal p 
is indicated Бу a percent value (01, 02. 063, . 4 thet strength 
[tor example 18/23). Strength is the prime requisite for "fight ers. 
Intelligence measures memon, rasaning and learning ability, Inteligence is ihe 
prime requisite for mar 
es judgement. enlightenment, will p< nd Intuition, 

Characters with wisdom of 7 or less are mare виє НЫЕ to SRM spells, while 

isdem of 15 ог greater lands some resistance. Wisdom is the prime requisite for 
clerics, Clerics wilh wisdom of 13 or greater also get extra spella. 





Dexterity measures agility, еув-ћапо coordination, апо reflex speed. Chu : 
wilh nigh dextertes have bonuses to waking them more difficult ta 
nit, Good texterity also gives bonuses when using missile weapons such as 
cows or sings, Dexterity is ihe prime requisite for thie 


itution measures fitnes Y, š physical toughness. High constitution 
і 9 J 


Charisma measures personal mag 5 >Ë veness, and ability la assume 
command. Chara h hig a useful as spokespersons when 
теліп with NPCs you may rin across during your adventures. 


О Name Character Screen 
Your character name can ne up te B characters lang. 
Chease the name by highlighting tethers with tha + 
Hesling them with Button A. &elecl “End! to 
shi naming. 





Environ Menu 
Thes menu is used ao set game options such as ihe 
speed at which messages are displayed. ard whether 
sounds and music ara plz зе 
highlight optic nca ih icated buttons to change 
highlighted options, 


15 dat which ages ase cisolayed 
Use either the ^ and 8 auttens to change d. 
Music Select this io turn the background music on and off 
Sound Select this te turn sound etes such as combat 


lect this to change how pictures on the screen are displayed. ‘Quick On 
ime faster while “Quick Of makes the pictures smoother, 
cter baht under automatic спіл in 
леге on Auto Combat mode dunmg а 
1 te Auto Combat made, you 
ШЕР use this option again to regain normal control. 


Exit Select this to exit Ihe Environ Menu 





Game Controller 
Mi highlight options 


г 
ы 


Мі - exit О 
making selection 


Mz Menus 
А = Plu 
C = 


e 


Vies Window ~ 


_ Facing 
Ch Direction 
Character — 
Name 5 1818 ћ i ЕЕ 


Current | | » Maximum 
Hit Points —— — МІ Points 





BARREN HIVER 

ЕУ zx. PASSENISIH 

TRAINING SR DOCES, 
NALL MUN S= 





of the adventur will be given a guided tour araurd the c 
ze] ups the m pes during the tour, held c 1 Button A his alea 


works during the rest of The game}, Aller the tour, qo to an Armis and Armor Shop 





vau 


е gold anc 
Phian: 


Tar and weapons. Armarars will 
alls, 


d pieces, The following menu cames up wher 


enter a any kind of s 


Buy Use item 
Sall Leave 
Identify 
Buy Select this to purct ; € n Select "Pay", 
a character and tema. if the list of items does пої fit on one sc 
the arrow at the top of the screen to see more, 
Sell Select this to sell items cr to the vici pedi Mc 
will be purchased at only one-half their ‹ 
1 on keeper will make an offer. ЈЕ you ret ТЕ 


er will огіу offer one-half as much the next time. "Бі", 


character and item. 


then 





Identity Select this to 
potions. T is a 200 gold 


nag options ara 


tihis to use items. Select Use, then choose a character end 


Leave Sel 
Other Shops Th z 
allow the nar j f dI "my . General 


tems її ai x silvered WEAPONS 
and fine quality 

Shrines Ра E 

nravicie many healing з 





Dueling and Training Hall 
are vou can hire МР ventur а јот vec E i ја! nere 
nta, ar train ta increase in levels, 
enter the hall: 


Training Hire НРС 
Dual Save the Gama 
Main Menu Leave 


Training Select (his when you have a character who has earned enough 
experience lû ge up |. Ghar: in апу до up ong level at a time, 
and training j qic-users get to select ane new 
yall for the x packs Gach lime they advance. То train a character 
select ‘Trainin hen choose the chr ‚ M th cler is multiclass 

you must з y th 
A characters maximum hit paint: си she advance 
Use Gure Light Wounds spall te get current hit ints up to the new 
mäxirmurr 
this to have a character enter the arena. Charact 
for winning battles. To fight, select је, then с 


M n Menu § select this to get ihe Main Menu. 





Hire NPC Select this to nire а потере [NPC NPE your party. 
HPCs will fight on the part ide share в nc ance. 
You can have only one МЕС at a time in your na J hey are net alwe 
available far nire, 

Save the Game This is the з as the ‘Save’ option in the Environ Menu. 
Leave Select this tc exit le 


Adventuring 
Party Select thia to yet the View and ‘Order’ cation 
Menu оп раде 10. 
Encamp Select this to раа your рагу mak 
When you encamp, vou с 
them cast ar memoria : | 
the party, се set game options, See the 
on paga 2: 
5 о have magic-use 
i" then choose a character ta 
‘Gl Spell L1' 


| Б cast. 


Sum mary Ts ble on пад 





Equip 5: 
must 


Equip’, en © 


limite he characters" twa hanes sk aracter сап. ready Е B sword 
and a s 5 d ich ta а hands), Та ready a new weapon ог 
piece ol armor veu must unread the < old one. 
Usa item This works like the Shop Menu option. 
Look Select this to x the square the party is currently in isis uselul Ter 
finding hidden t ; = doors. 1 nin. 0 me Lime 12 
3 В party. 
smhbars will automatic ally y 
10 minutes of L 
а greate 
EX |" ув screen while the party 


the game, 
у Pres за chance of getting Ісаї indoora if they 





ИЯ Menu 


amp often to Save ie game, 
r rt am ЧҮГЕ апа prepare far në r 5 
и this о have the gar aparate ог walt 
nut the night, Characters will re 
for every 24 hours of rest Many shez 
during ther night, so if your party returns to t 
during the night, they should go to an inn and rest until 


momir Use the key tahi 


; 5, Scr 5 ami Bult 
^ scrolls nto С emorzed lect highlighte 
оге REN the БИК far 5 | affects. See the Б itio H пй I Je 


Spe I Menu an p: 25 lor details. 

Remove Selec a permanently гете 2, 
character trom the party. Select ‘Remove then choose 
the character. 


save Select this to store the game in progresa. Save lhe game often — 
before and afer tough battles, You can go back to your saved game if y 
battle. 

Leave Select tnis to have the party break camp and resume ad turini, 





Spell Menu 
ling 
gel charact 
thelr teei anc ready tor the next о 
tela you if items 
spells like М 


c ' then choo ү, 

e Mb Eon А БРТ oplions and Button A in 
rel of nell [far mpe: "СІ Spell LT' for first-level «highlighted cations. 
cleric spells), then the spell. For same spells, such as sp Button 8 іс B oul 


Heal or Strength, you will need also ta select a target af menus without makinn 2 
character. Some spells only work in combat, while Ус 
аїног5 only werk before ar after, 


Memo Select this ta nave characters memarize spells for later use, Select 
‘Memo! then choose a character pe and level of spell (for example: ‘Gl Spell 
Li! for first-level cleric spells). then the spell te memorize. After you have selected 
all of the spells of one level, repeat the steps far all af the other levels af apells the 
cter can memoriza. When you have selected all of the spells for ane 
cter, press Button B and return to the ‘Meno’ option for other characters. 





After вії characters have © tir spells 5 iB several tirr 
ne Memo Menu. А EN › 13 IT yau want 

ize their spe 

y be interri 


Serb З this Іс ge magic-user spells into a spell bonk. A 
cast Read Magic ar ha crolls identified in a 1 shop before ca 
fram them. Select 

iam, апа Поу 


зі, For example, а thirc le. 
5, but nat third. 
Drop Select this to clear лето 124 
таст ta memorize new spells, Select “Сар 
of spell, then the spell. 
acters in the party are айес 
аг spells, Rings of 





Activa Character's 
Мате 
7 Readied Weapon 


` Combal 
Movement 


Before you can complete ihe adventure, there are monsters te slay and ba 
win. Your parts 51 ШО their way past orcs, għ qianis, and many 
acters must battle with great skill amd durmir. 


Gombat is in Lir ut with 10 segments per combat round. Each character and 
segment each round. These with higher dexterity wil! tend to 
id because of their greater agility and spe ed. Characters can 
egment 10 of a round and segment 1 of the next, seeming ta 
move Twice in TOV, 


Different Types of Combat 

There are two types of combat: ranged (with weapons like bows ar slings}, and 
melee with clase combat v са swords or maces). Characters with 
ranged weapons сапгої fire if an enemy is next ta them, сосе a foe moves close 
Бу, they must shift ta mass weapons s — this la important to remember if your 
party is attacked by creatures with bows or other ranged weapons. 





Retreating 


у afterwards. The retresting 
: у { ag the enemies. Whenever а 
from я ice that is next Ta him ог ner, the foo gets a free 
al the character's back. 
Magic in Combat 


ean be used to attack enemies, white 
г invisibility ай | 1 ta heal ог pre 
cannot cz pells in any round that they have г 
гака the intense c raton гад. led 197 magic 


ing, tie + 
в manu, | ihe 
1 10, mes Ee characte s acbons $ until 
the end of the intrat TOU Ш. 


мото Ait al ont Meno options ara амліабіє y na 





ue on tne 
emnting tO mows in 
and Button А to return 10 


lect Aim then usa 
+ key to move the target cursor Use Button A ta select the target. 
Є elect this ave magic-users and clerics cast spells, This option is 
identical to 'Cast' in the Encamp Menu 
After cnr st from ihe combat menu. chocse the level of nr 
and Ап the | take dif 
а delay 


— far these za а cursor in the sh 
„Маче i = + key and 5e 





| thi character's turn, band 
ment. The lollavagg aplians 


Done Select this ta end the character's turn. If ihe characte aree with 
а melae weapon, he cr she will attack any foss that move adjacent during 
ihe rest of the round. 
Bandage {Only azar able i ra x хрип] Select this to give first aid 
i . Wounded c s |сае 1 HF 
ch -10 HP and perish. 
nat do anything until segment 10. 
а in the bac ranks. 
on from the Combat 
Meni nuis the s 





^, Mn coma at mode, Tris works like 


пи! fA Auto C ‘oni ria is to wait unt il after 1 а battle, select 
о Gombat' to [ Он: 


attempt to drive away un 
c may only use the ' Turn’ 


After Combat 
If ary characters survive а D: 
slain or unconscious char: 


e and memorize spells. 
arty wil exnerie painta ae may ER 
ог rri N 
rer are dii ed в mur g al cs ar- 
acters who are canscious at the end of the battle. 
Take item Select this 10 have a ch: er pick up a 


1o ihe Shop Menu собіоп 
Detect Select thia ta examina the treasure for magical items, This aplian is only 
available if a character has a Detect Ma all memorized, 
Leave scl this to lea 





Magical Treasures 


Magic, You can also have tt ost of 

pieces, 

Wands are traditional objects of enchant t. Powerful wizards c 

wand vein a se Ë і об ong spell, When the charges are used up, 
the wand d pears, To firi a wand, select the “Use Маги” opion Irom the 
Combat Ме 


number of el 

Sorolla contain either c ic-user spells і \ 

по? поггпайу cast а spell of al level, Cleric 
- option from the Adventure or 


Combat Menu, 
Magic-users can gcribe sci 5 nta their personel spell books anc memeriza 
them later eu ibe inder the E р Menu for mare information, 

; ust first cast Read 


іс ar p в ihem identified in а shop. 
Enchanted Armor and Shields has the advantage of offering greater arctection 
than identical nen-ragie armar, and magical armor da at limit а character's 
combat movement. L ihe ‘Equip’ cation to ready ar 





Enchanted Weapons соте in many types and potencies. Мобі magical 
apans will Simply irm а chara 5 THACO and damage. Sc weapons 
на SONUS. bonuses agains atures, Once а we 
a used whenever the charac 


3, TIC Иба, anc 
1 = за Of protect 
ome improve a chi AC, othe & the eflec 
ki ings of attacks (fira, for e sady these itams with ih Equip: option, 
Certain necklaces can be tack fans to use [nese them with the 
bat Menu. 


have other effects, 
ter's strength cr providing protections from certain kinds of 


| соли with the "Єсиїр' арап 


Manuala are magic al осока shat confer рет ent gifts to the rea 
fram tye Use term Manu. 


have bad af 1 í "c ; у пої pul ec 1 items 
в they have bean readied u; ntil a Remove Curse is cast. 





Spell Descriptions/Gleric Spells 
First Level Cleri 
Curse is the reverse of the nowe and decreases the THAGG of Tops 
Бу 1 
Cause Light Wounds (Cause Lt 1/1015] c 1-8 HP of dama 
cleric must be adjacent to the target to use this spell 
Cure Light Wounds (Cure Lt Winds] heals 1-8 HP jug to the t; 
maximum ЯРУ. 
Detect Magic inticabes which a 
‘Use item’ to examine бета afte 
magical. 
Empower imp 
affec 
good я 
Protection irán Evil Prove improves the AC and saving throws of the target 
ау 2 against evil attackers. 
Protection from Good IProt/Good) Improves the AC anc saving thraws of the 
target by 2 against good attackers. 
Resist Cold improves saving throws wa, cold allacks by 3 and halves the 
remaining carnage. 





Second Level Cleric Spells 

Find Traps indicates the presence of traps in the party's path. 

Hold Person may paralyze ta y oh Мег type (human, elf, half-elf, dwarf, 
оте), от ar hobgoblin i may aim а Hold Person spel! at up io З 


з, fire айас halves the remaining 


damage 


Silence 15' Radius [Silence 15' R} magically deadens all sound and must be 
cast опас cter ûr a monster, Target a fan. and he and all adjacent te him, will 
паї be able to cas alls for the duration of The spe 

Slow Polson revives a poisoned person for the curation of the spell. 

Snake Charm раге many HP ûf sr tha cleric has HP. 

Magic Hammer create amparary magic hammer. it can be thrown anc does 
narmal hammer damage plus опе nont jor every thres levels ihe caster nas 
attained. Тһе hammer appears in the clerics equipment list, and must ое readied 
as any other weapon. The hammer will reccnjure itaelt on the cleric's person 

if it is thrown. 





Third Level Cleric Spells 


Bestow Curse is a mare p< Swetu version of the Curse : . This spell reduces 


ie target to cast thi 
Cure Blindness гета the effect c 
Cause Disease infecta в іс 
Cure Disease re 
lies or by C: 
Dispel Magic re: 
зре а such as Hold Рог5оп с 
Meditation improves the T 
and reduces the TH 
ta cast p going in 
Remove Curse remi: 1 з ої а Bestow Curse spell and allows the target 
ta unreacy cursed magic iteris. 





Spell Descriptions/Magic-User 


First Level Magic-User Spells 


Burning Hands (Burn Hands] causes 1 HP ol fire damage per level of Tie < 
ene [s na Saving Throw 

Chanm Person causes targets to join the casters side in a battle, № only affectis 
character types human, elf, half-elf, dart, halfling, спот bins er 
поодої 
Detect Magic indicates which equipment ar treasure 3 magical. Select EM рог 
‘Use itərn' ta examine items after the spell is cast — items preceded bi (7 аге 
magical, 
Enlarge ; the 1 маг and stro The higher the cas i level, the 
larger and є r the 2215. ^ target сап oniy be under the affect af one 
enlarge spe Г ( ing arge:s get a saving throw aga the effect. 
The spell will stay in effect far mare than ane combat and is good 10 t hetore 
tough battles. 
Friends raises the з chansma 2-8 points, Il can be cast just before дагу 
with non-player characters, 
Magic Missile doss 2-5 НР per missile with по saving throw. / 

з one missils at first first and second levels, two missiles ғ 

ind three missiles at fifth and sixth level ME! Ms РЕ 
within range unless the target is magic resistant о 





First level Magic-User Spells (continued) 
Protection from Evil (Prat/Evil] improves the АС: awing Troc of tha target 
by 2 against ewi attackers, 
Read Magic allows й r j-uger to ready à scroll and read it. After а Read Magic 
is caat, а Magic-user may scribe the spells from a serall ar cast them. 
the apposite of the Enlarge spell. | successful the spell will reduce the 
renati of a target. 
ates the magic mi all, improves the magic-us« 
and may increase AC. 


Shocking Grasp does electrical damage of 1-8 HP. +1 HF pe 


Sleep puts between one anc попе targets to sleep with по ( 
tamall targets can ne affected, but only one langer target. Some powerful 
apn Низ might not be sfected at all, 





Second Levcl Magic-User Spells 


spells. Some п 


Knock is usec to open locks. This more sure ihan having a thief pick a lock 


Mirror Image віогівгу duplicates af the magit-user, A duplicate 
disapaea 5 
Ray of Enfeeblement rec s the target's damage by 2556 + 2% per level of the 
ter. 
anda. If the 
J id has ta AG 
unds. This ipte has a wen irange : be careful nat ta 
n i^a cloud. 
the th of the recigient опе te eight paints. The efects of the 
spell are less if the target already has пд 5 





Third Level Magic-User Spells 


; Д 5 nul' anter he ог she a 
Bach round, and sc BE wombat rat 


Dispel Magic removes the effec spells that da пої ha зао ће counter 
spells such as Нога Реге 


it] throws Fireball is а 
fully, otherwise, you may aoc 
panty i h | 
Hasta dout 
h short duration ou should 
ling: each tme а hasle = 
уза. 
Hold Person may paralyze targets п acter type (human, elf, half, dwar, 
halfling, gnome), goblin ar hobgoblin. i old Person spell at up to 4 
largets — p autten B te tangat le 
Invis ibility, 10' Rene {Invis 10° R} makes a targets adjacent to the caster 
educed by 4 
J і this spell to set 
un а battle Line в the ба 5 є t- і invisibility if they 
fight, use iter cas nme monsters can see ale characters. 





Lightning Balt (Lightng Bolt) does 1 ta 6 HP и (ће Eeu targets 
: j its path. Damage is halved if the target ils Бам“ pa throw: n lightning 
з, Mowe 
AC (m It will 
cll iin its range. Target the f first ine in t} 
а DO ot off walls toward the 
adjacet e to a wall to be hit twice by tn 
ser isn't h Pa ee Oe rene ected bolt. 


мү! to the larget. 
the it ore ww 2 against evil а tac 5. 
Protection from Good, 10° Radius (Prat/G ad 10" iti рк |с! {5 1 get and a! 
characters adjacent to the targe 55 aves Ine AC and saving throws of 
those it protects by Фа ЈЕ 


Protection from Normal Missiles ۴ rot/Missiles] makes ihe target immune 


H H Б gets movement and 
nd. Sow је и: с пе a Haste spell. This 
пе any < ires. that do a lot of damage. 





The Phlan Area Bestiary 
| а f some of Ше mansters found in and around Phlan and the north 
»ansters can strike fear inte the hears af men, hut 
Р hee others. 
mesang monster usually found in forests anc fi 

resembles а legged worm armed with wicked mandi 
limbs 

ged lizard, Ore of the mast dangerous creatures in the 

:an urn characters la 


Bugbears lock c 
Centaur: The 
fighters and 
Hacer Beasts: © 
wing fram behind it 


al body, making i it an especially 


range mix with the tarso, arms and head of a drew elf, and the lower 
body de a spider. This horror is the wicked counterpart of a centaur. 
Efreet: :nverful genie fram the semental plane of fire; They маг; 
arogant and will only serve a powerlul master. 
Ettin: These creatures lock lil giant two-headed orcs. The haee great strength 
and usually weld two spiked clubs that inflict terrible dar age in combat. 





Fire Giant: These wicked giants have flaming rec hair and are immune to all fire 

attacks, They usually attack with giant two-handed swords 

Giant Frog: These are giant carnivorous frogs, They are fast, dangerous 

predators that may be poisonous. 

Giant Lizard: These are Io giant cousins of the common lizard, 

Giant Mantis; These are ће giant version of the common mantis. These 

creatures are fast, strong, and have tough natur 

Giant Snake: These are giant poisonous snakes, 

Ghoul: These are vile undead whose es 1 тау paralyze a mi combat. They 

teed on slain bades and attack all living L 

Gnolk These creatures are hena Риха humane «na stand over seven feet 

tall, 

Goblin: Thes » small purnancds comman in the Realms. 

Hill Giant: 1 : are one of the smaller, more stupid giants, but they are still 

lough copanents, They usually carry large clubs. 

HIDE COE Thess magnificent creatures have the forelimbs and head of an eagle 
EI the body amd hind legs of а horse. 

Hobgoblin: Thes з humanesized, intelligent relatives ol tha дое. 


Kobold: These are small, cowardly humanoids who delight in pain and torture 
Lizardman: These are lizard-like humanoids, They are amnivarous but they have 
a particular faney for humans. 





Medusa: Hideous wernen-creatures with calling masses of snakes for hair, They 
can шт а perso іг дата. 
Minot Mur: A duis creative with the n 


Mummy: These аге | І ith g wth. The mere sight of ane 
has been known to pare G ter in combat, The touch of the mummy 
ange rotting є 

ЖАНГ These аге extremely beautiful creatu al appear as everyoung 

males. Thay i y inhabit wild lakes and є 18. 

ss These large, foul tempered, ugly humanaicds ¥ are strong fighte 
re; These ага ‚ nig-Taced humanoids, 

Phase Spider; der with the magic a ability t t "pi cut* after il 

attacks, This p combined with is ув DUS k, mak ( 

Quickling: Ti ara small, ‘moving creatures. Becas 

they are in 


Skeleton: T 2 іле least af ihe undead. Skil уз are usually controlled ey 
ma wicked 2 


Spectre: These are ane of the mast powerful of the undead. Their touch can 

drain the lite cul of character, 

Stirge: These are small blood-sucking birds. 

Thri-kreen: Aso called Mantis Warriors, this creature resembles а la preying 
They tough natural armer, cunning, and graat agility 


mantis 

















nd in almost all climates and locales. They att 
d must be slain quickly because Dey regane 


galma. 1 
tines powerful magie i 8. 
rained far battle, Ores, goblins and other 


1 [ te use t nem. 
Wight: Mignitmarisn und ures that attack with vicious claws and art 
immune to all ех silver ar r zal weapons 
а the wild relatives of the pig. 


paisona зу sting in their tail 
y animate dies controlled oy a wicked force, Zombies 
:k until destroyed ar turned, 





Pool of Radiance Tables 


| Strength Table: | | Dexterity Tabla: 
Ability Adjustments = Ability Adjustments 
Weight 
ç Damage Allowance Reactions 
Ability ТНАСО Adjust- — [in Gold Ability Missila AF 
Score Hones шеп Pieces] | Score Honus Bonus 
T 1 -450 
1 
nung 
š "ши nomial 
normal лапе normal 


normal пате co 


nomal 0 попе 6o 
1350 





Constitution Table; Bonus Attacks far 
Ability Adjustments High Lewel Fighters 


Ability — Hil Point Resurrecion = 
Score Adjusiment — Survival - asso Level Altacks/Riaund 
3 14 Vi 
1-8 11 
Раі 1-5 11 


-1 
4 
| 
П 
0 
0 





Weapon Table 


Damage vs. Da mage vs. Larger Number 
Name Man Sized — Than Man бімні of Hanis 


Pal Ace : 1-H 





fh 

f 

f nur 

finu, th 
: 2 2-8 hel 
"aller: 2-12 2 | 


лаглтаг z тя (ил 
Н > | 
lel 
Ale 
1,61 


= ج‎ сл کے‎ с 


cu се cm 


felighter 
ШЕЕ. 





| Armor Table 


Weight — Maximum 
| Armor Type in sp. AC Mowemert* 


моле 


shiek 


“In addition 10 a 
Minimum ГКФ Г ГЛ i 
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Getting Started 


весен Adventu rers 
racters makes a strong, flexible adventuring party. Here 


Dwarf Fighter 

Human Magic-User 

Human Cleric 

Halt-ef Мас seri Clerc 
Elf Figh ! Jeger Thiet 


paginam me па 

After the g - Amor Shop and purchase 
eguipms ж can У üU: "Кош running aut of gold 
Here are Some suqqe stlo ns for equipping вас type of character 


Fighters: Clerics: Thieves: Magic-Users: 
Banded Mail Banged Mail Leather Armor Darts 

Lang Sword Flail Long Sword Slan 

Злівій Shield Short Bow 





ct the "Јев item’ and ‘Ready options to equip 
imorize 


adied all equipmer >to n, те 
E nell г ane Gura Light 


Go to the G ar the slums of 
Phlan, and the ier te the entran 
Use the i iret 
Enter the 4 | зог (to the south) 
Proc ta the next dc а the west) and go through it. 
Turn north, ar Waugh lhe next dc 
Al ihe end of the На у San irr w à rough the dao 10 the east. 


бо through t 
Я uare ta the north, and по through the dagr to the west. 


Now vau аге on your ами, 





Adventuring Tips 
When the pany has purchased anc 
and тамо mag Г 
звіога beginning the adventure. 
ne hints and tips that will мер vhi 
Encamp often tough lir 
slum af Рап, H 
апа 5 | 
Visi the Gity council Clerk іп Phlar when you оті Кис 
and preparation 


tfit your c 


едиіс 
Once 





90-Day Limited Warranty FCI Game Paks 


0-Day Limited Warranty: 
Fujisankei ee ntematonal, Inc. (FC rra а 
consumer pure that this FC] Game Сами ‘Hall be free from defects in 
al and worin Пір Tor a period of 8C m dale of purchase, № defect 
anty acc during this 9 dy WET ‚ period, ЕСИ will repair 
rtridae, at its opti of charge. Rieplacemen ithe 
i ої returning 


саппацо is the fu Н ‹ i: Руј 


«e this warranty service return the Најави а с 


inei Communications International, Inc. 
st 52 Street, New York, МУ, 10022 
M pe turns Department 


accident, unreasonable u 
causes to defective ma s or workmanship. 





Warranty Limitalions: 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES ОР 

MERCHANTABILITY AND FITNESS FOR А PARTICULAR PURPOSE, ARE 

HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE AND АНЕ 
SUBJECT TO THE CONDITIONS SET FORTH HEREIN. ЇМ МО EVENT SHALL РС 

BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING 

FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 


The Provi а! this warranty ого valid in the Un ted. S States only. Sore Sta 

пої alle ans on how long anime 

narsequentia! ee incidental d so tt @ И ; and exc n may 
пої apply to you. This waranty gives you sp залі rights, and you may also 


have ather rights which vary irem slale to state 





Compliance with РСС Regulations 


dio frequency energy and f net installed 
ct accordance wit n the manuf a 
a o radio and tes 


Part 15 of FOC 
bon ar gains 5t n 


И this equipment + does 8 CAUSE 
мећ can be de d by Turnir 
Ше to try to correct the interfer 


ay fram the re: 
different OL 
aver an оп different є 
the uses є Г 3l с ər or an experienced гасом јеси ом 
add оп ' ‚ The user may find the following booklet 
mmission helpful: 


ance Problems. 








